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Waterworld: 
The InterAttraction 


As the smoke begins to clear you realize you are no longer on dry 
land. Before you lies the Atoll, and you watch as Helen’s small sail 
boat enters the gates and comes to rest just in front of you. Suddenly 
you realize its a trap, as the Deacon comes on the screen to announce 
his despicable intentions. Helen is in danger, the Mariner is nowhere 
to be seen and you’ve got to figure out a way to get them out. 


From your perspective on the jetty you see before you three objects: 
A harpoon, a jet ski and a grappling hook. You survey the situation 
and make your decision with a click of the mouse. What happens next 
is up to you. Full of hidden surprises and sneak peeks of the live show 
at Universal Studios Hollywood, this unique entertainment experience 
will take users to the next level of on-line interactivity. 


Designed to be a premiere attraction in the Universal Studios 
Hollywood World Wide Web site, the “Waterworld InterAttraction” 
will be a fully-immersive, third-person experience that puts the user in 
control of the action. While the site will take players through the 
Waterworld live show scenario, their actions will determine the 
outcome... whether Helen and the Mariner live or die! 


However, the users are completely left to their own devices. Hints -- 
in the form of “pay off” video clips taken from the live show 
spectacular -- will be placed along the way, after key correct decisions 
are made. In the end, if the player makes all of the right decisions, 
he/she will be treated to a longer, finale Quicktime movie clip. (In all, 
we envision including no more than three or four Quicktime movie 
clips in the site). 


While the “Waterworld InterAttraction” will be designed to stand- 
alone and be complete in every detail, the type of experience 
generated on-line will pale in comparison to the thrills and heart- 
stopping action delivered by the actual show. Therefore, the 
unmistakable underlying message will motivate users to go to 


Universal Studios and experience Waterworld the live event for 
themselves. 


In keeping with the premise of the live show and, therefore, the film, 
the “Waterworld InterAttraction” will be set many centuries in the 
future, when the polar ice caps have melted, and land is but a myth. 
However, the site will go one step beyond both the show and the film 
by delivering much of the interesting textual back-story to the plot. 
While all of the many different scripted segments that are included in 
the live show will be put in the InterAttraction, users would still have 
to go to the park to experience the show in its entirety. 


Using a combination of graphics taken directly from the Waterworld 
set, hot-linked embedded objects/icons, “Real Audio” dialogue and 
sound effects, animated character graphics, static graphics, hot-linked 
text and full-motion Quicktime movies, the “Waterworld 
InterAttraction” will be a true multimedia experience. With an 
understanding that there are a wide variety of hardware 
configurations that users will access the Web pages with, 
“Waterworld” will allow users to choose the level of media interaction. 


Interaction will occur in the form of choices the user must make to 
forward the action. The plot of the site will follow the plot of the live 
show exactly, except when the user makes a decision that causes the 
early demise of either of our two heroes. If the player makes all of the 
correct decisions he or she will, by the time they complete the 
experience, have been given an exciting overview of the live event. 


Each step in the action, or scene, will include the following elements: 


@ Panoramic Graphic taken from the Live Show Set - At the top of 
each scene, this 2.35:1 aspect ratio graphic will give the player 
the perspective for the action in the game. While the graphic 
will be static, there will be clues and icons/hot objects 
embedded in it that the user must click upon to forward the 
action. 


@ Hot objects/Icons - Each panoramic graphic will have two or 
three clickable objects embedded in it. These objects, by their 
nature, will delineate by the equal number of actions possible 
from the scene. 


@ Hot Linked Text -- The text will serve two functions. First, it 
will describe the scene and the action for those people who have 
turned off their graphics browser or do not have a “Real Audio” 
player due to technical limitations. Second it will help set up 


the mindset of the dilemma facing the player so that they can 
better understand the choices they have in front of them. All in 
all, the text will convey the story as it unfurls. 


Character Animation -- Once a player has made a decision by 
clicking on a hot object/icon, an animated (looped routine) 
character will appear to describe the consequence of the action. 
Whether its The Deacon reveling in your misfortune, or Helen 
telling you what needs to happen next, or even The Mariner 
appearing as if from nowhere, each scene will conclude with a 
character animation (and accompanying text) before the next 
panoramic graphic is presented. 


@ Quicktime Movie - On occasion, players will make a correct key 
decision that will be rewarded by the ability to download a short 
clip taken directly from the live show. The inclusion of the clip 
as a reward will make them savor, rather than resent the time 
needed to download a clip. Further, downloading a clip will be 
an option rather than a requirement for those users who rather 
not spend the time. 


Ultimately, if the player makes all of the correct choices the gates will 
open and Helen and The Mariner will sail off to dry land. At this 
point, the viewer will be rewarded with the ultimate Waterworld 
Quicktime movie that will leave him or her yearning to experience it 
in reality at Universal Studios Hollywood. 


While built in the same vein as the “Back to the Future” experience, 
“Waterworld” will increase the level of interaction and number of 
possible user experiences, thereby increasing the potential for user 
repeatability. 


